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Abstract

The study aimed to investigate the impact of electronic games on the
psychological health of children in the basic stage in Irbid city. To achieve
the study's objectives, two scales were developed: the Electronic Games
Impact Scale, which consisted of 23 items distributed across four
dimensions (psychological impact, social impact, physical impact, and
academic impact), and the Psychological Health Scale, which consisted of
27 items distributed across four dimensions (psychological adaptation,
social adaptation, problem-solving, and psychological safety). The study
sample consisted of 450 students who were randomly selected. The study
tools were applied after ensuring their validity and reliability. The results
of the study showed that the impact of electronic games on the
psychological health of children in the primary stage in the city of Irbid
was at a high level, The mental health of children in the basic stage in the
city of Irbid was at an average level, There are no statistically significant
differences between the arithmetic averages on the level of impact of
electronic games on children in the basic stage due to the variable (grade),

and there are differences for the variables of both (the daily duration of



playing electronic games) in favor of more than 3 hours a day, and the
variable (the type of games that the student prefers) in favor of combat
games, The results also confirmed that there are no statistically significant
differences between the arithmetic averages in the level of impact on
children’s mental health in the basic stage due to the variable (grade), and
there are differences for the variables of both (the daily duration of playing
electronic games) in favor of more than 3 hours a day, and the variable (the
type of games that the student prefers) in favor of combat games, The
results also showed a statistically significant relationship between the
impact of electronic games and their dimensions and mental health and its
dimensions. The study recommended holding training sessions for
administrators, teachers, and parents on the dangers of Electronic games
and their relationship to psychological health, and building Guidance
activities and sessions for students in the basic stage on the risks of

Electronic games.
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